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a THIS is GLOBBO. 
| = 


-organic, polymorphous 
Playroom Assassination Device. He slam-donks his victims at 
Close range, fires a battery of lethal laser - pistols at long 
range, and plays soothing music for the little ones. GLOBBO 
is the Jovial , fun-filled executioner of the children on the planet 
Ticketa- Koo. The little ones are truly rotten and tend to 


explode , so the parents C love the darlings though they may ) 
trim their numbers b subjecting them to 4 little téle-4-tete 


with GLopBo. If they survive, the parents gre willing to put 
up with them. 







@ THESE are THE KIDs. 


os) ie BITERS are fiendish moulti-legged brats that 
: EE bite and explode. 

BLIPS are created when BITERS explede. BLIPS 
Float around and reform into new BITERS. BLIPS can 


Ce, 
‘ Vy also explode, but they produce nothing Cxcept damage ). 


YEASTS are also createh when BITERS explode. 
They are necessa catalysts for BLIPS to re-combine 


i SS into BITERS. YEASTS do not move and really have 
no idea what's geing on. 





aL @ (MOVING) 


GLOBBO can flow like water. He starts out with 
his HEAD in the middle C always 8 Goop place for heads), 
surrounded by six BLUE zaps (HI) ), with these in tum 
surrounded by twelve Rep siaAps (MB). Bot he doesnt 
stay that way, Nosirreebob. GLOBBO’S HEAD can moye 
up to three hexagons (“hexes”) in any direction (s) on 
the map. Any other part of his body can move ANYWHERE ~m 


the map, SO LONG AS, when he's done moving : 
a) each RED SLAP is next to at least one BLUE ZAP, and 
hb) each BLUE ZAP is next to another BLUE ZAP or GLOBBOS 
HEAD, and 
c) No REP SLAP is next to GLOBBO's HEAP. 


Simple, (sn't it? Only one piece of GLOBBO allowed 

hex, and GLOBBO cant enter hexes with kids in them. 
Any piece not comected to GLOBBOSs HEAD at the BEGINNING 
of movement (say because a kid bit off something in between) 
cannot move at all that tum. Any piece rot connected, 
however circuttously , to GLOBBO's HEAD at the END of 
movement. is considered dead and removed from play forever: 


THIS is OK. THIS ISN'T. 


Whoops! RED SLAP 
next to GLOBBOs 
HEAD! 


SIs) 
(ZI) IIs! 
isi2 

(SIZISI 












TR, BITERS can move four hexes a tum. They cant move 
. into hexes occupied by GLOBBO. 


— BLIPS can float two hexes a tum. They can move 

OF ae through, and end up in, any hex they want, Including 
hexes GLOBBO is in. But if they Float over GLOBBO, 

\ J) he has s chance to destroy thém before they can 
= do ahy ing. 






2 ec & YEASTS don’t ever move. Not very exciting, are they ? 
Any number of kids may occupy 4 hex at any time, but no kid 
except a BLIP can ever oxupy 4 hex that GLOBBO is in. 


Were you wondering what all those hexagons are there for? 
They're the ma of the Playroom of Death where all this recreation 
iS oing on. e Play room has some interesting Ceven unique) feates. 
First, it's inside its own little space -warp bubble, so that 
all the map-sides “comet up" with the opposite edge. Each lettered 
hex on the top edge of the map is the SAME as the “incomp ete” 
hex with that same letter a the bottem edge. Each lettered hex 
on the left edge is te very same one with that letter on the 
right edge. A piece that is in one hex is ALSO in the other one 
at the same time! (Ther will be a test om all this in the mornirg. J 
What this means is that any kid or any plece of GLOBBO can move 
orf the left edge and onto the corresponding hex on the right 
edge, and likewise with Gol off the @p e€ ge and sneaking up 
From behind on the bottom edge. CAnd all chat left-to- right and 
Lop -to - bottom is vice-versa, too, but then you knew that, didnt you?) 
You can attack across edges , boo. 

SPY The Playroom also has some “warp -holes” 
Les that the kids can use for speedy travel. If 

~~ | ap a kid lands on a warp- hole hex, 16 Is 
= —, sucked down and comes yp Cit /opes) somewheee 












else on the Ma p- When a kid does try this 
(and aly a kid would, right 7), roll an ordinary 
6-sided die. The number that comes up Is 
the number of the warp-hole it immediately ~—N 

ops out of. If jt has any movement left SP 
it can keep moving Cno movement cost for ? aa 
warp travel ). “There's no warp-hole for #6,” YoU oPserve. Well, 
when the kid rolls a six, it has been sucked away permanently 
into hyperspace, One less exploding kid to worry above. 
GLOBBO cant Cor won't!) ater warp - hole hexes. Each kid Cdn 
only try once 4 turn. | 

Sometimes, €o keep the kids on what passes for their es, 

the Play room has WALLS Cthe spiky lines between hexes on the 
mapsheet). BLIPS can float over walls as if they werent there, but 
neching eke can cross A wall at all. You' and your opponent 
have to decide whether to use the walls or (g nore them. 
CDecide BEE you staré play. Why borrow tyoubke 7) 


Iz . (Ie secon yoove been waitiy be - KILLING EACH OTHER!) 


Each kid (except YEASTS) And each piece of GLOBE can 
attack ome a tum. After all the pieces on 4 side have finished 
moving, each can attack any of enemy (LS Adjacent. to. Now 
there are all kinds of excep TIONS to this rule so forget every- 
thing ZL said. For one thing, whenever a BLIP floats over a piece 
of “GLOBBO, that piece immediately gets a “free” attack on the 
offending BLIE If the BLIP survives and has any movement left, 
it can keep floating on its merry Way. The piece of GLOBBO that 
attacked can still attack as usval doring (6S own turn— the BLIP 
attack i's complete! “Free.” Not only that , GLOBBO gets +1 
to the strength £ his free attack “mom a BLIP floating over hin 
(see below) 7 

Second, GlogBBO cant attak a Yeast if there are an 
BITERS or BLIPS in the hex with it. He cant attack 4 BLIP as 
long as there ave any BITERS in the hex with it. So his 5 








(EXPLODING CHILDREN) ~~ 
@ ee OD 
V6 . 

| en 

So what happens when an attack is successtul 2? re : ‘* 

Tf kids are attacking GLOBBO, that's easy: the piece a 
GLOBBo that was hit is vtterl destroyed , removed from play, and 
goes of f to Machine Heaven to join the everlasting choir invistbe. 
(cash contributions in GLOBBO's memory may be sent to the avthor. 

Checks also gratefully accepted. ) 

Likewise if GLOBBO gat @ BLIP or a YEAST: they Just bite the 
dust in ordinary fashion ard are removed from play. BuT, if GLOBBO 
has managed to hit on a BITER , things get complex ! BITES, you See, 
| explode into BLIRS and YEASTS. 
| When 4 BITER js hit, it “fissions,” producing op ® six BLIRS 
fl oT, . 
| and YEASTS ; fe’s up to Kids Player to decide how many of each are. 

i 
: 





wanted. A given BITER could produce 4 BLiPS and 2 yeasts, or Bof 
eah, or 6 BLIPS and no YEASTS at all, or vice versa, or whatever. 
Kids Player doesn't have to decide until the actual moment of 
“Fisston.” Some BLIRS and YEASTS will be destroyed immediately in 
GLOBBO's attack, but others will survive — to re-wmbine into 





} 

| hew BiITERS! 

| “Fissioning” works like this. The BITER that was Wt is turned 

over. At the end of GLoBBos attacks, Kids Flayer removes the BITER 

"ana places in tts hex six BLIPS and YEASTS in whatever combination 
desired, FACE DOWN so GLOBBO Phyer 

| can't see which Is which. Then GLOBO 

| player takes the face-down counters 


and Cdont look!) moves each one 
two hexes straight ovt from the 
original hex, each in a different 
direction. 


Like this , see & ~. ay” 











The unfortunate ex -BITER 
is Cor used to be) in the 
middle. 


The other counters are the 
BURS and YEASTS flyin twe 
m7 the <xplosion. They are 
Ve fxxce-dbwyn. The All be 


—< tumed £ hen 
Y =-_ fave Fhe wo. 





t 

}'| 

| 
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priority for attacking kids in the same hex is (1) Birees, 
(Z) Biirs, G3) poor helpless YEASTS. (This could be GLOBBo!s 
internal programming 22 - Or maybe. he's Just courteous, who knows 7) 

Third, kids can't attack if theyre on a warp-hole hex. But 
GLOBBO can attack them! . 

Fourth ( you paying attettio still 7), GLOBBo'sS HEAD and 
BLUE ZAPS can attack kids they're not adjacatt to. ZAPS 
can attack any hex Up to Chree hexes away if they can 
trace a clear path to tt, free of kids, warp-holes, walls, 
other pleces of GLOBBo, cream cheese, toasters, et<. GLOBFos 
HEAD employs a low-grade focussed - sound Wea pon known 45 a 
“burp.” GLOBBO's HEAD can burp out to the staggeringly 
amazin distance of fo FIFTEEN hexes away, but only in a 
straig line of hexes from HEAD to taryet Cas long ds nothire 
is tn the way, Sdme as ZAP ). 





GLOBBO'S HEAD can burp this Bur (Ita staylt GLOBBOS HEAR cat burp this ai (Not: straight 
line of hexes.) oll amd Fee for ae ot = De : ghd 


Cfoot heres instead of three 20 never mir. 

Fifth, BLIRS attack the hex they're in — not adjacent 
hexes. They move atop Glosso and try to blow him up directly. 
In a ‘alton. sacrifice to benefit. his ow kids, the BLIP attacks 
by explodiry. Whether or rot the attack iS successful, remove 
the BLIP from play after it attacks, leavin behind only 4 memory 
of unbouded devotion. (Cash contributions in sympathy for ‘the departed 
BLIP may be sent to the avthor.) key 
PSE [ER BSS SSS S oe Hl 

Fy OY SR IS TN SAIS 

Now thet we're all clear on exactly who can massacre 
when, let’s leam how attacks are done. Ihis i's very easy. 









Te all depends on how many nits are attackin and 
what. kind they are. Each kid anh <ach piece of GLOBBO 
has an ‘attack strength’ it Uses to ann the other side. 
Here are the strengths. This is complicated so PAY ATTENTION: 


THINGIE STRENGTH WHERE IT ATTACKS 

GLOBBO's HEAD 5 Up to |5 hexes away Cckar, straight path y. | 
BLUE ZAP 1 Up to 3 heres away (clear path). 

RED SLAP a Adjacent hexes only. 

BITER 2 Adjacent hexes only. 

BLIP 3 Same hex anky. Remove after attack. 
YEAST O 


A ? ts can’t ! 
2 Binks ay SIS: See ey Ee 
3a 9° f 


Got all that 4 Now, When you wart to blow somethin 
away, you decide which kids or parts of GLOBBO will dlp 
in that attack. Total up their attack strengths and roll one 
6-sided die. TF yo yoll the total attack ‘strength or Less 
you win, youve attacked success) J trumpets sound and 
peasants - gag _ missed. Os ee a 
two SLARS gam up on a kid, the total is 4 TF yoo 
(as GLOoBBO ares vel From 1 through ie so hit an the Col 
is destroyed. IF yo roll a 5 or 6, well Gough, you missed 
and the kid will probably pulverize you next tom, you miserable failure. 
When a Piece has attacked, you shovid turn It sideways 
or something to show tt cant attack again that tum. (Bet iF 
you missed Y and you have other pieces lefe that havent attacked 
yet, yoo can have another go at the same target.) 
IMPORTANT NOTEL GLogso's attacks against | lon 


os NX Veer ape automatically sucessful | Don’t even 
bother yolling the die, ox? 









eo, pe eee 


—— 


The face-down aounters can move through or land on kids with 
No effect. They fly over walls. But when a counter entes a 
hex oantaining a piece of GLoBBO Cand at least one almast 
certainly will), i& must STOP immediately in that hex. After 
GLOBBO Player has finished moving all the pieces from the “fission,” 


they are turned face-up. Now: 
i, Tf a BLIP from the explosion has 


4 aN S/ 6 Aas 
Wie entered a GLOBBO hex, both/al| 


oe <7 
= Br —_ pleces in that hex dre DESTROYEP 














LL = ~ in the collision. 


If a YEAST has entered a GLOBBO hex, | 
the YEAST is destroyed (aww...) bot 
GLOBBo is unharmed. CContribvtions 

in the YEAST's memor may be sent 

to the avthor. All major credit. cards 
honored. ) 


Remove all destroyed pieces and get on with the game. 

Tf a BLIP or YEAST from an explosion enters a warp -hole, 
it ts sucked down. Roll the die in the usval fashion tp determine 
where (whether!) i€ pops up again. Tf it stiff has a hex t G0 
from the explosion, move It aWdy from the hole in whichever direct 
Kids Player wants ( TF (t& a YEAST, move /é away from the bole 
any way. No sense letting the poor dumb thirg block trafhe-) 


(RE-COMBINING CHILDREN) 


The kids of Trketa-Koo are troublesome not onl 
because they explode, but becavse they tend to multiply 
at a tremendws rate. A BirTeR explodes into six BLIPS and 
Yeasts, but it takes only three BLIPS and. ohe YEAST t& 
re-combine into a nw Biter! C Negative entropy ! ) Moving swittly 
away from the many difficolé moral and legal questions this 
creates, lets learn what happens in the game to make the 
kids prolterate : 








Recombining requires 3 BLIPS an 1 yeast. When there 
are three BLIPS and & YEAST in a hex at the end of moyement, 
the immediately re -form into A BITER- The BITER canmot ymove 
or attack that tum because LS still disoriented (woullnt 
o be 2), but if GloBBo hits it, 1é will explode into the full 
complement df six BLIPS ard YEASTS, starting the whole unltkeh 
cycle all over again. On its next tum the new BITER moves and 
attacks normally Cif you call that normal). 


IL ~@ (GLOBBO REGENERATION) 


But WAITS Our saga is not over yet [ GLOBBO Cah 
regenerate and grow like an amoeba, even in the thick of 
battle. At the ed of each Kids tum, GLOBBO Player gets a 
“regeneration point," W hich he/ she/ i6 can save or spend ds 
desired. GLOBBO spends points to boy new RED SLABS, BLUE 


ZAPS, and even new HEADS. 
jeces dre placed adjacent 


New 
PRICE A RED SLAP costs 1 point. £0 any existing peor but must 
* en ment fect to 
LIST A BUDE RA easee P olives. restrictions in ies I. 





A new HEAD costs Y points. 









\ Tf GLOBBO buys a new HEAD, he divides up 
like a cell, into two parts. Each part has 
a HEAD, bot other wise GLOBBO Player can 
divide Up the SLAPS an ZABS as desired. Each 
part moves independently and each HEAD starts 


ys 
ig 


mn 


etking its own regeneration points, one per turn ! Pretty soon 
wed be hip-deep in GLOBBOs —— if the kids weren't multiplying 
just as fast. 


Parts can't be moved between one GLOBBO and another 
atter the new GLOBBO has been create Cexcept that. if parts 
get at off of one GLOBBO b the kids' attacks, another GLOBBO 
may move to link up with them next tum). At the end of 
10 GLOBBO mowemené, all the GLoBBOs have to be Separate 





from each other, to avoid confesin of command control 
Cor something like that). If two or more GLlospBos end a 
turn connected, however circurtoush , Kids Player gets to 
remove any connecting pieces before they attack! Té has & 
be the absolute minimum’ number necessary to break the 

_ connection, but beyond that jé can be any Connecting pike GS) 
the kid wants f CExcept for 4 HEAD, of course; I mean , tS 
not get silly here .y 


e@ (GETTING STARTED) 


I know by now you're champing at. the bit to actual 
ple a game of GLOBBO, so here's how YOO Go abovt i€: 

First pull ovt the map from the center of this rvle book 
(watch cut for the staples) and cut ovt the cardboard playing pieces 
on the back cover fr lap. CThere's a plastic bag gloed inside the back 
cover that holAs the ct-out pieces between games. Tf the leces 
are already in the bag the first time you ply, ov have 4 USED GLOBBO 
and should go out and boy A new one sibeaihital -) 

GLOBBO Player ace 1 Heap, 6 BLUE ZAR, and 12 RED 
SLARs. He sets up first. The HEAD starks in any hex at least 
four hexes away frm a Warp -hole. Tt‘s surrounded by the six 
ZAPS, and these in turn 4re surrounded by the twelve SLAPS, so 
that two concentric rings are formed around the HEAP. 

Kids Player then gets 6 BiTeRS, which can be scattered 
Around the map or lumped together aS desired, at least three 





exes away from GLOBEO and fom any warp-hole. 

The SEG UENCE of play goes l'ke this : 
1. GLOBEO moves. At the ard of his move, unconnected GLOBBO pieces die. 
2. GLOBBO attacks. He can do his attacks in an order he wants bb. 
3. BITERS explode. Pieces of GLOBBo hit by BLIPS are removed, alo 

with the BLIPS that hit them. YEASTS that hit GLOBBO are removed Caww...). 


4 KIDS move. H/ | 


L 


5. KIDS attack. Kids, like GLOBBo, make attacks in any order. 

6. Each GLOBBO HEAD gets 4 regeneration point. 

7. GLOBBO builds new parts if he feels like it. 

GLOBBO wins by destroying all the kids. 

The kids win by destroying GLOBBO's HEADGY. 

Lf the winning side has more pieces than it 
began the game with, this is a HUMILIATING TOTAL 
VICTORY an the wimer is allowed to jump up and 
down and laugh like a donkey at the loser. 


@ (EXTRAS) 


Sa you've a GLOBBO severty-tive or eighty 
times now and you're loo Ing for new worlds to onever . Fear 
not, here are some additional wrinkles to make your games 
fresh and inv igorating. 

Both GLOBBO and the kids get to pick certain advantages 
before the game begins. Each ad vantage is worth a certain 
number or “grades.” Both pla ick the same total number 
ot grades of advantages. Kids Player picks from Column A; GLOBBO 
Player picks from Colomn B. In a 4 -grade gale, Say, Kids Player 
might ick FREE witt Cworth 2) and Yeast MOBILITY Calo worth 2), 
while GLOBBO Player could choose, ah, DOUBLE REGENERATION Cworth 
F all by iEself). Column A balances Column B. You don't have & 
reveal your choice (sy until both players finish cheosing. 

CE COLUMN A CKIDSI3> — gaye, | GETCOLUMN B (GLOBBO)R> 





GRADES 

TOUGH BLIPS 1 |SLAP-HEAD INTERFACE 1 
GUNK 1 |SLAP-ZAP INTERFACE 1 
FREE WILL 2 |FLEXIBLE HEAD Zz 
JUMPING 2 | CONNECTING a 
BITERS SPIT 2 | GENETIC ENGINEERING a 
YEAST MOBILITY 2 | FASTER bd 
REFLEXES 2 | ZAP HAPPY pd 
SHORT RANGE 3 | RANGED SLAPS 3 
FEWER BLIPS 3 | SCORCH 3 

4 | DOUBLE REGENERATION 4 


2 PROLIFICITY 


Explanations : 

TOUGH BLIPS: BLIPS floating over a RED SLAP or BLUE ZAP are 
attacked normally instead of with GLOBBOS +1 th advanta 
But this doesn’t apply to GLOBBOsS HEAD, which still automatically — 
destroys any BLIP dumb enough to float over It. 

GUNK: BITERS may remain motionless for a tom and excrete 
a strong internally ~produced adhesive. This sticky 

unk can Cemporarily immobilize whoeyer enters — 

that. hex later on. At the end of kid movement, the — 

H— motionless BITER removes to an adjacent hex, and — 

places a “GUNK” marker on the hex it Just Vacated. | 

Thereafter, any BITER Cor mobile YEAST) or piece of | 

His eS GLopso that enters the guiked hex must SToP until’ 
GENS it can pull loose on a later tum. Kids pull loose on | 

a die-roll of A or less; GLOBBO pulls lease ona roll ot 2 or less. 

Tf you fail to poll loose , you can't move that tym; rol) again next 

turn. When you pull tree, remove the “GUNK” marker ard treat 

the hex normally again. Kids can’é gunk a warp-hole. 

FREE WILL: Kids entering a warp-hole can choose which warp-hole 

they emer ge from. 

JUMPING: BITERS can “jump" bo another hex up to four hexes away... 
particlarly useful to have When GLOBBO chose CONNECTING. Jumping 
BITERS can cross over walls, but when they jump over d piece &) of 
GLOBBO, they get attacked at tL ¢ whether or not: you chose TOUGH BLIPS!). 
by each GLOBBO piece Jjomped directly over: 7 

BITERS SPIT: BiTees can attack targets up to two hexes away. 

Only one attack per BITER per turn, and only one target per attack. 
BITERS cant spit throvgh walls, warp- holes, or occupied hexes. 

YEAST MOBILITY: YEASTS move one hex a tum. Still can't attack , though. 

REFLEXES: Newly-formed BiTees can move and attack on the same 
turn they form. 

SHORT RANGE: BLIPS ant Yeasts thrown fom 4 BITER explosion move 
only one hex away, not two. Things can become tough tor GLOBBO 
onless he chos@é SCORCH. BB 








FEWER BLIPS: Only two BLIPS and a YEAST are peeded to 


re-combine into a BiTeR, Instead of three BLIRS and a YEAST. 
PROLIFICITY: Fissioning BITERS produce , not six , bot eight BLIPRS and 
YEAsts.. The two “extras” stay in the hex where the BiTee blew UP. 
SLAP-HEAD INTERFACE: GLOBBO can finish movement. with RED SLAPS 
adjacent. to his HEAD if he wishes. 
) SLAP-ZAP INTERFACE BLUE ZAFS can be adjacent fo 
RED SLARS Conly) when GLOBBO finishes moving instead 
| of having to be next to the HEAD or another ZAP. 
FLEXIBLE HEAD: GLogsos HEAD can burp any hex at any distance 
instead of having to trace thowh a straight line up to 15 hexes 
long. GLOBBo's “line-of - sit" to the target hex most be clear of 
obstacles an warp-holes ant camot “benk” around the edge 
of the Map more than Once. 
CONNECTING: GLOBBOs controlled by separate HEADS can “link up" 
without penal ty- All rules about “what can touch what” sti// apply: 
GENETIC ENGINEERING: Befoee the game starts, GLOBBO Player can 
make Kids Player specify how many BLIPS and how many YEASTS 
every BITER will fission into during the game. If Kids Player 
chooses, for example, “4 BLIPS ard 2 Yeasts,” then that& how 
many of each every BITER explosion will produce that game. 
FASTER: GLOBEBO'Ss HEAD can move Up to four hexes a tum, 
instead of three. : 
ZAP HAPPY: BLUE ZAPS have an attack strength ar 2. instead of 1. 
RANGED SLAPS: RED SLAPS can attack at up to two hexes’ distane, 
providing no obstacles are in the way of the target. ( Very god 





against. BITERS SPIT.) 















SCORCH: GLOBBO has rad io control of 3 concealed laser beam z 
usable three times in a game. GLOBBO must remain motionless, 
withovt attacking during his tum to activate the Seaorch. The 
Scorch will destrry all kids in a si le hex — Biters in that 
hex are not allowed to fission! Scorch can be used only 
once per turn and GLOBBO may do nothing else that tom. Any 
hex can be Scorched (even a warp-hole ) except Cicse 

Corit aining pleces of GLoBpBo. Fut remember { Only three 
Scorches er game! 

DOUBLE REGENERATION: GLOBBO gets 2 
regeneration points per turn. 





There is flo section xi Good-bye f 


15 | 








LF YOUVE DEALT SUCCESSFULLY WITH 
GLOBBO AND FEEL READY FOR MORE, 
TRY THESE OTHER... ODD...GAMES. 


J TOON — Now you take the part of your favorite 
~ Carton charécter in those hysterical animated 
adventures you watched while growilg up — and probably 
& sti// watch when you're alone in the hovse! TOON 
lets you become a abbit, duck, P'9, hippopotamus, 
or whatever you want, and catapults you into the 
Funny and furious theater of your own (deranged °) 


imagination. The’ rules are simple and the action never stops, SO 
get in TOON! P 










TLLUMINATI — You knew the CIA controls the Mafia, right 7 
And that the Sovth American Nazis are EVEN Now infilératt 
Madison Avenve, while the Communists are trying to— ge / 
— flvoridate our water! But you can strike back: Get 
ILLUMINATI and plot take ova the world yourself! 
With stealth and guile you'll control the controllers, 
backstab your opponents , and som... soon... the 8 
Convenience Stores and the Orbital Mind Control Lasers will be YouRs/ 













NECROMANCER—_As 4 powerful wizard you will pelse the. 
F: <> y déad to search for Jewels of Power, e magical 
3 Boy ge gems that will allow yo to face yoor rival sorceror in 
‘ A a Final confrontation . Each ewe) bestows a special 
a ‘ A ability to increase your power: Conver€ your obponent 
MN) & forces to your own Side “& fight against their former 
UY master / NECROMANCER is a grip ing game © tactics 
and svdden reversals. ItS nothing like 1 Obes, Wt itS terthe. 
L shod know, T designed it! Trust me, yoo NEED thé game! 


TOON -#7.95 ILLUMINATI - 46.95 NECROMANCER — #4.95 (a stea//) 


Order from: STEVE JACKSON GAMES 


BOX 18957-VG AUSTIN, TX 78760 
Please include 50¢ per game for postage and handling . ‘Bye ! 


An exceptionally strange game 
of exploding children and their 
cheerfully homicidal babysitter 
in a really alien playpen. 


7 





“Quite the best game 
ever designed.”’ 
—The Designer 















“Four stars! Must-have! 
Buy it immediately!” 
—The Publisher 


“GLOBBO is so much fun 
| wish | were still alive 
to play it.”’ 
—John Quincy Adams 


“| did not actually say 
this fictitious quotation \ 
and if you use my name | 
/ will sue.”’ 





—An Anonymous 
Famous Person 
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GLOBBO includes an illustrated rulebook, a 16” 
x 21" mapsheet, 140 cardboard playing pieces, 
and a ziplock bag to store the pieces between 
games. If you can bear to put it away. . . 


